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Life, Death, Legend... x lace ad 


THE LOST LEGEND 


The setting. i¢ modern day Europe in Doolin Mae 
a deserted town at the edge of a cape. In this land, 
t 


popular legends chill remain abovt people havi 


encounters with the dea 

All roads to the village, have been closed 

and even the fishermen do not approach it, 
but it is said that there ave people who still 
live there, barely Scraping. by... 
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va GAME REPUBLIC 


Folklore, a new action-adventure title exclusive to 

PLAYSTATION®, is a tapestry of beavtifully-detatled landscapes 

and characters, a gripping. ia Storyline and intvitive, 
motion—Sensitive game-play. The game has been created by Tokyo's 
Game Repvblic Studio vader gener me creator Yoshiki Okamoto 
(exeevtive prodwer for Onim Devil May Cry and Resident Evil). 


* : Okamoto gave vs the lowdown on his ead inspiration and influences 


wr the me, "The reason we chose Celtic mythology as a theme 
safer” Folklore was becavse it was something. quite pte from vs, 
and at the same time originates from people that have lived throv 


a x, moment< of tragi c and turbulent history. In Japanese we have a Saying. 


—— SHankan-biiki is i¢ the tendency to feel emotion or empathy for 
fo the weak or “thi that ave ethereal or short-lived; a natural inctinct 
; » root for the underdog." Most Japanese will have Some idea of 


ee Cette mythology, but it mostly consists of fragmentary Knowledge 


from games and books. 


The Japanese ako have a word “chanpon”. This refers to 

something. that i¢ a mix of many elements and representative of ov 
approach in Folklore. The variovs netherworlds and Folks of Phin 
have no Specifi ic or dictinety recognizable origin. They ave based on 
Celtic cvltvre, world cvltyres, folk tales and variovs visval pieces. 

The way of mixing. these elements is Japanese, or more a! cally 
Game Republic in style. 


We hope that Folklore, which was created in Japan, will be loved by 
e in the United States and we hope we will be able to clink 
a pint of ale while i imagining netherworlds together one day.” 


CHARACTERS A\s 
ELLEN | 


| 
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| | Ellen lost her parents at a young. age 
| and was brovaht vp in an orphanage. 

Now a 22-vear-old student, she has few 
| memories of childhood save a faint recollection 
| of her late mother. Dvring her adult life, 

Allen has felt a strange sense of unease, 
| ths Struggling with self—confidence and 

| friendship. Bvt a letter, arvivi teriovs| Q 

ng. mysteriously 

| a from her mother, gives her renewed hope, 7 
| 
| 
| 
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and sete her on a Journey to Doolin. 


KEATS 


Keats i¢ a reporter for a second-rate 
oceult magazine, “The Unknown Realm”. 

His skeptical articles vsvally attempt to rationalize 
Supernatural phenomena, and when he receives 

a mysterious phone call from a woman in Doolin 
who claims that f are abovt to kill hey, 
he sees the perfect diversion from an impending. pooner a 
deadline and sets off to investigate. : 
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| SUZETTE 


: A A Suzette ig a girl from Doolin Village and the 
se. first person Keats and Ellen meet. 
SCARECROW She doesn't seem to trust people very much and has 


A scarecrow Halflive who tells Ellen abovt a blunt, boyish way of speaking. I¢ tt possible 
the Netherworld, a place You can a0 to that She, too, came to Doolin Village only vrecently...? 
meet with the dead. He has a cheerful 

way of Speaking, but there are little things abovt 
the words he vse that create a feeling. that he 
can't be tywsted. 


BELGAE 

An invisible man Halflive, who 
teaches Keats the wal to enter 
the Netherworld. Hic manner of Speaking. 
is very intellectval and he knows 

a lot about modern institvtions. 

Could he be working. for Someone...7 
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This story is set in modern times, in the remote seaside village of Doolin on the west coast of Ireland. In some wavs, A Nes Ee 
Doolin seems isolated from the ovttide world — roads leading. to the village are rvined, and even the fishermen from ao hk pS 
nearby villages dare not approach its rugged Shores by Sea. | . 7 3 Nee 


! Atthough perhaps it ic not the craggy cliffs that keep them away, could they be frightened by rumors of apparitional —_— : \ 
: appearances and ghostly goings on? For according. to village folklore, if you want it badly enough, in Doolin you can BR \\\ ae: " 
| commune with the dead... 4 oe 2 h 
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REALMS 

Through the ages of time, man has had many concepts of the afterlife. Some of these 
concepts were So Strong they materialized within the Netherworld a¢ realms. It is these 
places where spirits go after their life on earth IS over. 


FAERY REALM 

Filled with fantastic scenery and mythical beings, 

the Faery Realm i¢ a manifestation of the traditional vicion 

of a post: —death paradiice. Expresces humanity's fear of death. 


WARCADIA 
The two camps of Warcadia are locked in eternal 
but they can't remember why. 
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on Once a ceisler realm populated by gods and goddesses (3 ~~ | 
| hat envisioned by human race. Nowadays, a lack of belief has a, a 

BF cavsed many of them to vanich from existence. oy GY A 


ENDLESS CORRIDOR. 
A maze like world with no entry or exit. 
Represents modern day's loss of understanding. abovt death. 
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HELL REALM 


Death being. where your Sins are judged, 
in Hell Realm there is a court and Judge. . 
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NETHERWORLD CORE 
The world which is born when humans first understand death. 


HALFLUVES 


| Creatures who are Cav. between 
| the living. and the dead 
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FOLKS 
Inhabitants of the Netherworld. Spirits of the dead 
who have taken on new forms in their afterlife. 


KILLMOULHS 


A friendly Folk, bvt can get very angry 
if tt doesn't get enough a tion, 


! | $ ' Has gyng—ho battle plans, but is 
aye > y \abvays too timid to carry them ovt. 


wD FOUKE 
A faery that Ee, of heart but full 
of mischief, especially in grovps. 
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TREANT 
After several thousand years a¢ a tree, 
the Treant i¢ thrilled to have four legs. 


BARGEST 
When Bargest gathers the hounds and howl, 
a foreshadows the death 


of a person of prominence. 
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Folklore is a trademark of Sony Computer Entertainment America Inc. < “a. \ 
©2O0O0F Sony Compvter Entertainment Inc. Developed by Caame Republic. All rights reserved. _ . f 7 
Folklore will launch on PLAYSTATION® 3, October 200T. Crh 


ne... » 
Limited Edition _ 
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